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CONTROLS 


• Move cursor to units 
awaiting orders 



• Begin game 

• Display overview map 

• Skip cinema scenes and dialogue 



R Button 


• Display IMTELoo units 
and terrain feaxres 


A Button 


• Conf/m selectors 

• Display Map Menu 

• Display movement range 

• Scroll through text 


B Button 


SELECT 


• Uspiay Map Menu 

• Reorder troop display 

(Seepage 12) 


• Cancel selectors 

• Display attack range 

(When cursor « on a urvt) 

• Hide all units 

(When cursor is not on a u rt) 


Press SELECT, START, and the A and B Buttons to reset the game. 
















PREPARING FOR COMBAT 


Insert the Advance Wars™ 2: Black Hole Rssing 6arr.e Pak into your 
Game Boy Advance™ and turn the power ON. The GAME BOY logo 
will appear foitowed by the Language Selection Screen where you 
can cheese one of the languages (ENGLISH, FRANQAIS. DEUTSCH. 
ESPANOL or tTAUANO) using the + Control Pad. Press START on 
the Title Screen to move to the Select Mode Screen. 


Advance Wars 2: Black Hole Rs.no has six game modes to choose from. Use the ♦ Control Pad 
to select a mode, and press the A Button to confirm your choice. Depending on the mode you select, 
a sub-window with further choices may be displayed. 

(D In sortie sub-windows, you can only select NEW w hen starting the game for the first time. 


SAVING 


There are two ways to save game data by completing a mission or by selecting SAVE 
from the Map Menu during a mission. 


Completing a Mission 


When you finish a mission, you will be asked if you want to save your game data. 
Use the + Control Pad to select YES, and press the A Button to confirm your choice. 


Map Menu 


You can save your game data at any point during a battle. Select the SAVE command from the 
Map Menu (see pg. 13) and press the A Button. You will be asked to save your current game data. 
Restore your game by selecting CONTINUE from the Select Mode Screen. 

(H Games played in Link Mode cannot be saved. 


SELECT MODE SCREEN 
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Clear All Saved Game Data 

If you want to delete an of your saved data, press and hold SELECT, the L Button, and right on the 
+Control Pad when you turn on your Game 8cy Advance. Use the + Control Pad to select YES and 
press the A Button to confirm. 

00 Game data that has been erased cannot be restored, so be careful! 



The Game Screen is divided into square-shaped spaces. The distance units can move ard their 
attack ranges are measured in these spaces. Some squares have HQs, bases, and other properties, 
while others contain different terrain features, like mountains and seas. 
















Combat 


Battles consist of CCs issuing orders (FIRE. CAPT, etc.) to their troops, then waiting while the eneny CO 
does the same. When all COs are finished, a day ends. This process continues until a victor emerges. 


Armies 


You’ll find five separate armies in Advance Waps 2: Orange Star. Blue Moon, Yellow Comet. Green Earth 
and Black Hole (enemy). You will give orders to all the soldiers, with the exception of the enemy army, 
via your commanding officers. 


Battle Outcome 


Mission Complete (VICTORY) 

There are two main ways to win a mssion: HQ Capture or Enemy Rout. For an HQ Capture, move 
one of your INFANTRY or MECH units onto the enemy field HQ and select CAPT. To rout the enemy 
troops, you must defeat all deployed enemy units. 

OB Depending on the mfe settings ard the Battle Map, you might be able to win by Base Capture - 
capturing a pre~determined numter of properties. 

Mission Failure (DEFEAT) 

There are three ways to lose on the He'd of battle; HQ Capture, Rout, and Surrender. HQ Capture 
and Rout are the same as above. To surrender, simply choose YIELD from the Options Menu on the 
Map Menu. 

OB The terms for victory vary between game modes. 


7 





UNITS 


Soldiers, vehicles, and artillery that appear on the map represent entire units. Each unit starts with 
a total of 10 HP (Hit Points). 


Wzr Funds and Deployment 


War Funds 

It takes money to deploy units into the field. War funds are collected from the properties (bases, cities, 
HQ, etc.) each army controls on any given map. These funds are added to your total at the start of every 
turn. Unusec funds are carried over to the next turn, but your funds are not carried from map to map. 

Unit Deployment 

Units can be deployed from one of three deployment properties: a base, 
an airport, or a port Press the A Button to display the Deployment Menu, 
then use ♦ and ♦ on the + Control Pad to select the unit you want 
to deploy. Confirm your choice by pressing the A Button again. The unit 
then appears on that property and can receive orders on the next turn. 


Movement 


Each unit can move once per turn. Use the cursor to select the unit you want to move, and press the 
A Button. When the unit is selected, its movement range appears. Place the cursor where you want the 
unit to move. A red arrow traces the units path. After the unit moves, the Command Menu appears. 
(NOTE: two units cannot occupy a single space at the same time.) The following orders may appear in 
the Command Menu: CAPT (Capture), WAIT, FIRE, SUPPLY, JOIN. LOAD, DROP. Use ♦ and * on 
the + Control Pad to select an order, and press the A Button to confirm. Once a unit has been ordered 
to wait, it can receive no further orders until the next turn. 
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Gas 

Ground units burn fuel only when ordered to move. Air and naval units consume fuel every turn. 

They crash or sink if they run out of fuel, so check the fuel status on the Cursor Intel Window. 

Cancelling Movement Orders 

You can cancel movement orders until you’ve given secondary orders from the Command Menu. 
Normally, units don’t consume fuel if their movement orders are cancelled. However, in FOG OF WAR 
(see pg. 14), units consume fuel even if their movement orders are cancelled. 


Capture (CAPT) 


The Capture command appears when you move one of your infantry or mech units onto a neutral 
or enemy property. Confirm the Capture orders with the A Button to make your unit begin securing the 
property. Each property has a capture number, which is reduced each turn by the number of HP 
the capturing unit has. An infantry or mech unit with 10 HP can capture a property with a capture number 
of 20 in 2 days. Once a property is secured, it turns the colour of the army that captured it. 


FIRE 


The FIRE order appears in the Command Menu when a unit can attack an enemy. When you choose to 
attack by selecting FIRE and pressing the A Button, the Attack cursor appears. If multiple enemies 
are within range, you can move the Attack cursor with the + Control Pad. Once you have selected an 
enemy target, press the A Button to confirm your choice. Your unit wifi open fire immediately. 

Types of Attack 

Depending on the type of unit attacking, you will engage In either direct or indirect combat. 
Direct-combat units can move and fire in the same turn. Indirect-combat units, however, can only 
move or fire in one turn. When attacking, indirect-combat units are safe from counterattack. 

{I] The range of fire for indirect-combat units differs between unit types. 

An enemy unit that loses all of its Hit Points explodes and vanishes from the screen. 

Gf course, the same is hue for your units, too. 
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SUPPLY 


You can supply units with their maximum amount of fuel amt ammo by 
moving APCs (Armored Personnel Carriers) adjacent to them. Units can 
resupply their fuel and ammo by stopping on secured properties, too. 
They also recover 2 HP for every turn they remain on a property. 


Unit Receiving Supplies 


To use an AFC to supply, move the APC to a space adjacent to the unit in '»* ^ - fpj ft- 1 

need of fuel or ammo. The SUPPLY order will appear in the Command Menu 1 M-_! 

Select SUPPLY, and press the A Button to confirm. 

(S3 If multiple units are adjacent to an APC, all units receive supplies. 

Air and nava units can receive supplies and replenish hit points by resting in airports and ports, 
respectively. Air units and naval units can receive supplies from APCs by movng to a space 
adjacent to tiem. 

(B Using bases to recover supplies and HP costs money. Don't worry - the cost will be deducted from 
your available war funds automatically! 



You can join two units of the same type into one unit if both units have been damaged. To do this, move 
one unit onto a space occupied by a unit of the same type, select JOIN from the Command Menu, and 
press the A Button to confirm your orders. The newly formed unit has the combined amount of fuel and 
ammo of the individual units, but that number cannot exceed the maximum amount for that unit type. 

00 Units also combine their HP when joined, but their HP will never exceed 10 
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LOAD 


Transport units have the abifity to cany otter units. They can cany units with low movement ranges 
farther than normal, even allowing them :o cross otherwise impassable terrain. To load a unit, 
select it with the cursor, move it onto a space occupied by a transport unit and select LOAD from the 
Command Menu. Place the cursor on a transport vehicle to view INTEL on the units being earned. 

(TV Depending on the type of transport, some terrain types may prevent you from loading units. 

CO Units being transported are not damaged if the transport vehicle is fired upon. 

However, if a transport is destroyed wfrfe carrying another unit, that unit is also destroyed. 

[j] Even after transpods have been ordered to WAIT, they can still load units. 


DROP 


Loaded units can. of course, be unloaded. First use the cursor to move the transport unit to the desired 
location. If the transport unit stops in terrain that allows for the unloading of troops. DROP appears 
in the Command Menu. When you select DROP and confirm this order with the A Button, the cursor 
appears, allowing you to choose where you want to unload a unit. If the transport is carrying two 
units, select which unit you want to drop wth the +Control P3d. 

(D A transport carrying two units can drop both units in a single turn. 

GO Units cannot move on the turn they are unloaded. 


WAIT 


When a unit finishes moving, this appears in the Command Menu. Select this to end a unit’s turn if it’s 
rot firing or capturing. 
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MAP MENU 



To display the Map Menu, place the cursor on an unoccupied space and press 
either SELECT or the A Button. Use ♦ and ♦ to select a command, and confirm 
with the A Button. 

OD Menu items vary depending on the game mode and the selected rules. 


[IlSav« 


View dossiers on the COs on the current battlefield. Use «• and *► to select s CO and * 
to scroll through each dossier. At the end of each CO dossier, a chart shows the parameters 
for each of that CO’s units. You can see how much each unit’s abilities vary between COs. 
For help reading the chart, press the R Button. 


INTEL 

View intel on the current battlefield. There are four menu items under INTEL: STATUS, 

TERMS. UNIT, and RULES. Use ♦ and * to select an item, and press the A Button to 
confirm your choice. 

• UNIT 

This screen displays vital intelligence (or INTEL) 
on your troops. Press «* or + on the + Control 
Pad to select a column and reorganise the 
information in numerical order. Press ♦ or * 
on the + Control Pad to select a unit, and 
press the A Button to move the game screen 
cursor to that unit. 

jjfi Sefecf a data cokm and press SELECT to 
switch the order from highest number first to 
lowest number first 


• STATUS 

STATUS displays the current map name, the 
number of days the battle has been waged, 
the number of bases held by each army, and 
information on each army’s funds. 

• TERMS (Only in CAMPAIGN) 

Check the victory conditions for your current 
battle here. 



• RULES (Not used in CAMPAIGN or the WAR ROOM) 

Confirm the rules for the current battle. NOTE: you cannot change the rules here. 
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CO Powers (POWER) and Super CO Powers (SUPER) (see pg. 30) 

These two options only appear on the menu when the CO Power Meter is full. 
Select them to use special CO abifities. 


OPTIONS 

The Options Menu contains five setup selections, including music and visuals 
(animation settings). Press ♦ or ♦ on the +Control Pad to choose a menu item, 
and press the A Button to confirm. 


> X OcWU 

I 

1 11N* V,fvaJ 


• DELETE 

Select this to remove units from the field of battle. 
Use the + Control Pad to select the unit you 
want to delete, and confirm with the A Button. 
Press the B Button to stop deleting units. 

• YIELD 

Select YES to accept defeat, ar.d confirm by 
pressing the A Button. 


• VISUALS 

Use the A Button to set which visuals display 
during game play. 

• EXIT MAP 

You can return to the Select Mode Menu at 
any time during battfe. Choose YES and 
press the \ Button to confirm your choice 
and end the battle. 


• MUSIC 

Select this, and turn the MUSIC ON or OFF by 
pressing the A Button. 

SAVE 

Choose this to save any battle in progress (see pg. 5). 


END 

Select this when you finish issuing commands, and your turn wiH end. 
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FOG OF WAR 


On some maps, you will encounter a phenomenon called FOG OF WAR. Fog of 
War limits visibility, so your units can only see as far as their individual vision 
ranges allow. The vision range is different for each unit. Infantry and mech units 
can increase their vision ranges by three spaces when they climb mountains. 



SELECTING A MODE 

CAMPAIGN 


Select CAMPAIGN 'with the * Control Pad, and press the A Button to 
confirm. Once you select CAMPAIGN, choose NEW from the Sub Menu 
to begin a new campaign and watch the campaign prologue. After 
the prologue, you'll see the World Map (WARS WORLD MAP). Use the 
♦Control Pad to move the cursor across the map. Select a map by 
placin} the cursor over a flag and pressing the A Button, 



VERSUS 


In Versus Mode, you can play with up to four players using just one Game 
Pak. You can play on teams as well, for one-vs.-three or two-vs.*tv,o 
battles. When playing with four people, Player 1 issues commands to his 
troops first At the end of his turn. Player 1 passes the game system to 
Player 2, and so on. On the Select Mode Screen, select VS. BATTLE. Next, 
choose NEW from the Sub Menu to move on to the Select Map Screen. 
Use the L and R Buttons or «■ and ♦ on the *• Control Pad to select the 
type c# map to be played. Next, use ♦ and ♦ to select the map you 
want to use. Press the A Button to confirm your choice. 



14 








Map Types for VS. MODE 

PRE-OEPLOYED Maps that provide you with a set type and number of pre-deployed units 

3P MAPS Maps designed for three players 

4P MAPS Maps designed for four players 

WAR ROOM Maps that oog&raily appeared in the WAR ROOM 

CLASSIC Maps that appeared in Aovwc£ Waps 114 

VS. MAPS Maps deseed for two ptayers 

OESIGN MAPS Maps you design yourself 

(jj You can purchase mere maps using points you earn in CAMPAIGN and the WAR ROOM (see pg. 24). 
Next, you can set teams on the Teams Screen. Select the COs for this battle, and set him or her to a 
human or computer (CP) player. Use r + «\ and ■» on the + Control Pad to complete setup, and 
then press the A Button. On the next screen, use ♦ and + on the + Control Pad to set each CO to a 
single-letter team name. When you're happy with the settings, press the A Button. 

IB In bett'es between three or more armies, you can create allies by assigning COs to the same 

team name. 

The Rules Screen comes next. Use «■ and ♦ on the + Control Pad to move between rules, and use 
♦ and * to change the rule settings. Confirm your rules by pressing the A Button. 

Rules 

FOG Turn FOG Of WAR ON or OFF. Selecting ON fimlts the vision range to that of each individual unrt 

WEATHER Choose between CLEAR, SNOW, RAIN, and RANDOM. RANDOM allows for climate changes 

during the battle. 

FUNDS Set the amount of money arrives recess for each ailfed base. 

TURN Unrti the number of days the battie vtfl continue. Victory goes to the army with the most bases 

at the end. 

CAPT Set victory conditions to be determined by the number of bases captured during the battle 

POWER Turn the CO powers ON or OFF. 

VISUALS Select your animation preferences. 
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DESIGN ROOM 


In the DESIGN ROOM, you can desgn your own custom maps and change CO hair and outfit colour. 

MAP 

Place terrain features and units anywhere you want to create ail-new original maps. You can use your 
own maps in Versus Mode and Multi-Pak link Mode (see pg. 19). You can also trade your maps with 
friends in Link Mode by selecting TRADE MAPS (see pg. 20). Select DESIGN ROOM from the Select 
Mode Screen, then choose MAP from the Sub Menu. This opens the map designer, where you can create 
maps to your hearts content 

• Creating your own Maps 
Map Designer Main Screen 

Once you open the map designer, use the L and R Buttons to open the unit and terrain menus. Scroll 
through choices with «• and ♦, and use ♦ and ♦ to scroll through the available colours. Move the 
cursor to the area you want to place the selected item, and press the A Button to place it on the map. 

Map Designer 

Terrain Features Menu i R Button) _ 

This menu includes HQs. dues, and all types of bases, as well as roads, 
woods, and rivers. 

I Special terrain features that appear in Campaign Mode 
wilt not be available. 

Unit Menu (L 8utton) _ 

Here you can choose from infantry, tanks, and other ground units. 

You can also deploy air umts and naval units. 
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'ME BOY 


STARTi Ospay map over, ew 


A Button: Place the 
selected item on the map 


SELECT: Dspay the Map 
Designer Menu 


8 Button: Select the terrain featvxt or 
unit indicated by thve cursor cn the Map 

Designer Screen 


♦ Control Pad; 

On Design Screen: Move the cursor 
On Menus: Use * and ♦ to select menu items 

Use ♦ and ♦ to charge the colour of army units. HOs. 
and Oases 


L 8utton: Deploy the Unit Menu 

l 

R Button: C-sptay the Terrain 


Features Menu 


Rules for Creating Maps 

The map must have at least two HOs of different colours and contain at least one deployed unit or one 
production base for each army's HO. 


About the Menu Windows 

Press SELECT to bring up the Map Designer Menu. Use ♦ and ♦ to select a menu item, and press the 
A Button to confirm your choice. 


RLE 

HELP 

INTEL 

RU 

ENO 


Use ♦ and ♦ to select a menu rtem and the A Button to confirm your ctoc*. 

Open this to recehe hints on usa^g the map desigrcf 

To view the current number of otes and bases on a map. select INTEL 

Choose FILL to W an entra map A-th one terrain feature. You can also choose RANDOM 

to have the computer design 3 map with random terrain features. 

Choose ENO to return to the Select Mode Screen 




LOAO Select this to cad a previously saved map. Use *ard ♦ to select a map and 

press the A Button to confirm. 

SAYE Come here to save a map youare deagmng. Use the ♦Control Pad to select the 

place you want to save to, and press the A Button to confirm. 

NAME ENTRY To name your map. select this menu rtem. The Name Entry Screen appears when you select this item. 


^Vl 

Nat Entry 















CO 

Cn the Colour Edit Screen, use the ♦ Centre! Pad to select the cotaur scheme you wart, then press 
the A Button to confirm your choice. 

00 Any COs >oo have revised wtf appear In CAMPAIGN. Versus Mode, etc, a th their new cofour schemes. 


LINK 


Choose this mode and Snk up two or more Game Boy Advance systems wth the appropnate number of 
Game Boy Advance Game Link™ cables (sold separately) to wage multiplayer war or to trade ongna) 
maps. On the Mode Select Screen, choose LINK to bring up the Link Menu. There are three >mk modes 
to choose from: SINGLE-PAK, MULT1-PAK, and TRADE MAPS. To select a mode, use ♦ and ♦ on the 
+Control Pad and confirm your choice with the A Button. 

You can battle with up to three trends using a single Game Pak. Single-Pak 
Mode offers five different maps to play on. The rules setup -n Single-Pak 
Mode cannot be changed. The Map Menu options and units aya&bte are 
preset cn each map. 

[!j Before ptyvg, you need to connect ell game systems with Game Boy 
Mrance Game Link cobles (see pg. 22). 

Once Player l selects SJNGLE-PAK from the Unk Menu, the Player Entry 
Screen appears. Player 1 then confirms the number of player entries and 
presses START. 

! Only Ptyer i 's game system w§ show the Player Entry Screen. 

All other players' systems will show the GAME BOY to go. 

00 If the number of entries is incorrect, check the cable connections and 
begin the linking process again. 
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Th«r*'s fc*tn a linking *rr or 


Link Failure 

The Link Failure Screen appears ;f an error occurs during linking 
process, if this happens, turn all game systems OFF. check aJ 
Game Boy Advance Game Link cable connections, and begin the 
download setup again. 

Once the downloading process begins, a Loading Screen appears 
on ail players' game systems. 

f|] White the game is feeding, do not turn any of the systems OFF or 
disconnect any of the Game Boy Advance Game Unk cables. 

! The dwntoading process lakes a few moments. 

Data Transmission Failure 

The Data Transmission Failure Screen appears if an error occurs 
during data transrr ssoo. If this happens, turn £! game systems OFF. 
check a.1 Game Boy Advance Game Link cable connections and 
begin the download setup again. 

When data transmission is complete, the Select Map Screen w 9 
appear on Player I s game system. Player l should use the 
+ Control Pad to select a map, then press the A Button to confirm 
and begin the battle. 

wimm ——— 

To play a MULTI-PAK battle, you need one Game Pak per player. 

81 Before playing, you need to connect all game systems with Game Boy Advance 
Game Urk cables {see pg. 22 )t 

Ail players select MULT1-MK from the Link Menu to bring up the Player Entry Screen. 
Once the players have afl been entered. Player 1 must press START. 

!. If the number of players entered <s incorrect, check the cable connections and 
begin the tinting process again. 

If Link Faues occur, please refer to the information in section ‘Single*Pak: 


Oato IroASMssan faltd. 
Try ago in 


Turn iht peutr OFF. 
ch«clc th*Gon*Boy 
Advanc* Gan* Link 
cob!*correction*, and try agon. 
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Once all the data Is transferred, the Select Map Screen appears on ail 
players’ screens. Use ♦ and ♦ on the + 0001 / 0 ! Pad to select a map type, 
then ♦ and ♦ to choose a map. Press the A Button to confirm. 

[|] Any pteyer can seket a map to play. The avafehfe maps vary 
dependng on the number of ptoyrn. 

Next, on the Teams Screen, each player uses ♦ and ♦ on the 
+Control Pad to choose a CO. Each pi 3 yer most press the A Button 
to confirm his selection. 

OB When paying with three or more players, teams can be created by having 
players select the same single-letter team name (see pg. 15). 

Rule setup comes next. RULES can be set just as in a VERSUS battle. 

Use * and ■» to move between rules and ♦ and ♦ to change the rule 
setup. Press the A Button to confirm setup and begin the game, 
ill Rules can be set by any player, and rules cannot be changed once 
the game begins. 

I I] The computer cannot control an army in this mode. 

TRADE MAPS 

Select this to trade original maps created in the MAP DESIGNER. You must have one game system 
and one Game Pak per person to trade maps. 

(I] Before trading maps, you need to connect ai game systems with Game Bey Axt/ar<e 
Game Unk cables (see pg. 22). 

in Trade Maps Mode, the person sending map data Is the Sender, and the person receiving map data is 
the Receiver. The Sender can send map data to all linked players. 

(ID You cannot send map data if that data has not first been saved, and only one map data fife can be 
sent at a time. 


, ,1 
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Select UNK from the Select Mode Screen with the * Control Pad and then press the A Button. 

On the following screen, all players use the same steps to select TRADE IMPS. Once each player 
has been entered, Player t must press START to begin the data transfer. 

! If the number of entries is incorrect. check the cable connections and begin the linking process again. 
When data transmission is complete, the Sender Select Screen will appear. Use ♦* and ♦ on the 
♦Control Pad to select the Sender, and press the A Button to confirm. 

If] Any pte>-er can select the Sender. 


Choose the Map Data 
Re to send with + ar<J ♦ 
on the ♦Control Pad, 

Lhen press the A Button 
to confirm. 



Receiving Screen 


Use ♦> ard ♦ on the 
♦ Control Pad to select 
where to ittve snccntag 
map data, then confirm 
wi th the A Button. 


! You can save up to three maps. 

If Link or Data Transmission Failures occur, please refer to information on page 19. 

When waiting for other players to save map data, players who have already saved the data will see 
a Waiting Screen. Data transfer begins when ail players have selected where to save the map data. 
Now Loading Screens w II appear wh;!e data is being transferred. Once the transfer completes, 
the game returns to the link Menu 

3] Maps traded in this mode can be used in Versus and Mutti-Pak Link Modes. 




[0803rtJKV/AGBi 


Playing Multi Game Pak play and Single Game Pak play 


THIS GAME PAK INCLUDES A MULTI-PLAYER MODE WHICH REQUIRES A GAME 80Y 
w ADVANCE GAME LINK™ CABLE. 


Necessary Equipment 

Gome Bey Advance systems: . One per player 

Game Paks - Muiti Game Pak play : . One per player 

-Single Game Pak play. . One Game Pak 

Game Bey Advance Game Link cables: .. Two players: One cable 

... Three players: Two cables 

. Poor players: Three cables 


Linking Instructions 

Multi Game Pak play: 

1. Make sure that the Power Switches on all of the game systems 
are turned OFF. then insert the Game Paks into the individual 
Game Pak stots. 

2. Connect the Game Boy Advance Game Unk cables and plug 
them into the External Extension Connector (EXT) on each of 
the game systems. 

3. Turn the Power Switch on each game system ON. 

4. Now. foliorw the instructions for Muiti Game Pak play.: 

• V/hen playing With only ft vo or three players, do not connect any 
game systems that mil not be used. 

• The player who plugs the small, purple connector into his or her 
Game Boy Advance will be Player t 



GtT4 3c/ X6nr<* «r*j 

Gar* 8cy Atarce G^ ir* 


Consult the diagram when connecting Game Boy Advance Game Link cables to Game Boy Advance 
systems. (Note that the small connector is purple and the large connector Is gray.) 


22 











Single Game Pak play: 

U Make sure that the Power Switches on all of the game systems 
are turned OFF, ttien insert the Game Pak into Player Vs Game 
PaksJct. 

2. Connect the Garre Boy Advance Game Unk cables. 

3. Making sure to insert the small purple connector into Player l s 
game system and the large gray connectors into the other 
game systems, insert the Game Boy Advance Game Unk cables 
mto the External Extension Connectors (EXT). 

4. Turn each systerr.'s Power Switch ON 

5. Now. follow the instructions for Single Game Pak play. 

• Y/hen playing wth only two or three players, do not connect any 
game systems that will not be used. 



Game Bo? Advance systems ano 
Gina Soy Atarc« Gars* L'rX caibtes 


Consult the diagram when connecting Game Boy Advance Game Unk cables to Game Boy Advance 
systems. (Note thst the Game Pak and the small, purple connector go into Player Vs game system.) 


Troubleshooting 

You may be unable to transfer game data or you may experience malfunctions 
in any of the following situations: 

• When you are using any cables other than Game Boy Ad'/ance Game Unk cables. 

• Y/hen any Game Boy Advance Game Unk cable is not fully inserted into any game system. 

• Y/hen any Game Boy Ad'/ance Game Unk cable is removed during the transfer of data. 

• When more than four Game Bey Advance game systems are linked. 

• When any Game Boy Advance Game Unk cable is incorrectly connected to any game system. 

• When the Game Pak is inserted into any system other than Player Vs Game Bey Advance 
(Single Game Pak play) 
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BATTLE MAPS 


Earn Wars Points in the CAMPAIGN anti the WAR ROOM, then ccmo here to buy rev/ maps, new COs 
and edit your COs totobfs* Hachf, the proprietor, is waiting to make a deaf, and he might just have some 
gossip for you, tod 

flj Qtfce you complete the CA>APAiQN t you 
con purchase m SOUND ROOM, whfoft 
c<3/?7arns music used thrwgheut ine game, 
net to mention some fine erhwrk 


Curmnt paint tout 


CO /Outfit cotour 


tn the WAR ROOM, you can earn points and rankings by dealing maps. The rank you'if earn for clearing 
maps appears on the Select Map Screen next to each individual map. On the Setecl Mode Screen, 
use + and * on the ♦Control Pad to ss-ect WAR ROOM, then press the A Button to confirm. From the 
Sub Menu, choose either NEW or CONTINUE to bring up the Select Map Screen. Select a map using 
♦ and * on lha +Control Pad, and use the A Button to confirm your choice. The neat screen is the 
Select CO Screen, Choose an army by using * and +, then select a CG with *■ and ♦ Press the 
A Button to bring up a confirmation screen, then press it again to confirm your choice of army and CO, 
Once you're done, tha bade commences. 

[|j Tftew&Jabia maps and items on the. Map Menu vary between gams modes. 


Map name 


Prgftcftie$ availsfrte 


Numb*rot days 
the battle tosied 


Ranking 


Enemy CO 


CO Used 


RECORD 

On the Select Map Screen n the WAR ROOM, choose a rngp and press the R Button to view tha top 
five scorns for that map. 



UNIT INTEL 


Each unit in Advance Wars 2: Buck Hots has its own special traits. Knowing the strengths and 

weaknesses of your army will allow you to formulate a more precise and effective strategy. 


Viewing Data 


Number of Primary Weapon Rounds 

Primary Weapon Name 
Unit Name 


Woapen One 

- AMo*$uface Ktiss&s 


Secondary Weapon Name (Secondary 
Weapons have unlimited Ammo) 


Range of Tire 


Ammo 


Vision Move 


Vision Rango in 
FOG OF WAR 


Weapon TWo 

lAir-to-Sufsce 

■Mas'es 


Fuel 


Fuel Capacity 


70 


j Rro 


Cost 


Movement Range 


7.000 


Deployment Cost 


l!j Units that use hvo weapons automatically switch between weapons depending 
on the enemy unit they are attacking. 

II] Some units carry no weapons. 

>!; When transport ants are destroyed, so are any units they were transporting. 
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Ground Units 



infantry (1NFTRY) 

These are the cheapest units Jo deploy 
They can capture new bases, but thezfire* 

pO'AWlSfOW 


MtaponOni 

Now 


Ammo Wwooii Two fin 

0 Uxrxe&n 


Fuel 


RECON 

These are designed for reccrooiirog 
purposes. They are ageist 
- rtartr/ uv& a*d to*e a singe movement 
range. 


I- 


MOW 


Cost 

i 


*000 


' 

MO (Medium) TANK 

Medium tanks have very high offensive and 
defensive ratings. 




WtopoflOn# 

Ammo 

Uccvd TrnCtmcn 

1 



W**c<rt0w 

A.'srro 

More 

3 



Weapon O* 

BxooAa 


Mechanized infantry (MECH) 

These units use bazookas against vehictesu 
They are strong against tanks. They are 
aSsoabte to capture bases. 


Ammo Wwpon Two 

3 UtttooOjn 


f-fttf | 

Corf 

ro 

1COO 


TANK 

These yraa, texpeftswe tar«ks hare a 
large range of movement, makrg them 
Jeasytodepdy. 


WWpCrtOr* 

1 ***■] 

Weapon 7w? 

| — iPn 

GrttCanw 

3 

VjcVoGu*. 

X 


Fort 

Corf 

h 

7000 


Nectonk (NEO) 

Neotarks are e*pcns.ve, but they’re 
easiy tho roost powerful ground unit 
Capture their design plans to deploy 
then yourself. 


WojponTwo 

fift 

UjcN-oGon 

X 


Artflcry (ARTIY) 

These inenpensw'# nrfrect-ccrobaf unis 
fire crtenemyunitsfirem3d$tar.ce 


Weapon Or* 

| Anno 


» 

































































Rocket Launcher (RCKTS) 

These units can fire cn both ground 
and naval units from a cistance. 

Their range cffre is better than those 
of mobile arttfery. 


WopooOof 

Ammo 

Weapon TWo 

fire 

Room 

6 

Ncna 

3-5 

Wsica 

Mew 

Fwt 

Cost 

1 

5 

50 

15CC0 


Missiles (MSSIS) 

These units wreak havoc on ar units. 

Their vision range in FOG OF WAR is large. 


WwpcoOr* 

&/Ue*4>A/U4sfes 


Ykcn 


Ar.ro 


WupooTwo 

Nero 


fc*l 


Fff 


1-5 


COM 


’iooo 


Air Units 


/ > 

Anti-Air (A-AIR) 

These speciaSzed un*ts are strong 
against air un-ts. Infantry, and mech units. 
They cant take on tanks, though. 

wweoflOc* 

Ammo 

Weapon Two 

Fire 

VUcanCawon 

1 

Nor# 

1 

Vbioft 

Mere 


wr 

Cost 

2 

6 

_ » 

9,000 


Fighter (FGHTR) 

Fighters rule the skies and can nftct heavy 
damage on other air units. 


WNpcwOn* 

Ammo 

Weapon Two 

fire 


9 

Nor# 

t 


V! 

Mott 

FoH 

Com 

1 *^= 2 

9 

00 

20.000 


Battle Copter (8 CPTR) 

! These hefcopte* oan '.re oo many types 
j of units, whch mates them invaiuabfe 
_• inthefiekL 


WwpOrtQt* 

Ammo 

WtXCOTvC 

Pre 


4 

UtacNneGui 

t 


Vfeon 

Mere 

Fuel 

Com 

3 

6 

93 

MOO 


Bombar ( 8 M 8 R) 

! Bombers are expensive, but can 
oflict heavy damage to both ground 
—) and nav3l units. 


Weapon On* 

Ammo 

WoopcwTwo 

Fire 

Somto 

9 

Noos 

* 


VWon 

v«,t 

Fret 

Com 

— 

; 

99 

».om 


Transport Copter (T CPTR) 

AV-1 iTheseheScopters can transport both 

I_1/ meat and infantry urets. They carry oo 

_ . w eapons, though, and carrot fre. 


WaaponOr* 

Ammo 

WeapcoTwo 

-fSH 

Piero 

0 

Xav 

mm 


V’/wcre 

Mere 

Fret 


2 

5 

99 

























































Terrain plays an important role In battle strategy, as it affects troop movement and also provides 


defensive cover. 

a Headquarters |HQ) 

Each army \n the field has a headquarters that 

acts as its base of operations. An HQ can 
.. svppfy ammo and fuel restore HP, and provide 

superior defense cover for all ground units. Victory « 

yours ;# you can capture your enemy's HQ. 

8ASE 

Bases are the deployment pocnts for ail ground 
— . unis. frt addition to prov ing supples and 
HP to these units, they also provide high defensive cover. 


Airport (APPRO 

Air units enter the field cf battfe from these air 
bases. They also receive supples and regain 
HP here. The defensive cover rating of airports is high. 

PORT 

HavaJ bases are the deployment points for all 
naval units. They also provide them with 
ammo, fuel, and repairs (by restooog HP). Ports are safe 
havens for ships and subs because of the/ exceffent 
defensive cover. 
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CITY 

Cites can ce affed, neutral or ccc trolled by 
we enemy. 8oth infantry and irech units can 
capture neutral and enemy cities, which can ten pnr.de 
ground units with supplies and HP 

Missile Silo (SILO) 

Mtss-le silos can be used by infantry and 
mech units. Move one of these units onto a 
missSe sito to fire a singfe msste with an unlimited 
range of fire and a blast radvs of 2 spaces. Each site 
contains one missJe. 




ROAD 

Roads aV*vi/vis to traverse maps 
without hindrance, but they or'er no 
other terran benefits. 

n PUUN 

Pam am the frost common type cf 
terrain found. They provde crfy a minimal 
defensive cow 



WOOO 

Whon FOG OF WAR is present, units dep-dyed 
n a cods can oof/ be seen by units adjacent 
to them and by arr units, A tr units cannot hide in woods 
during FOG OF WAR 

Mountain (MTN) 

OrJy mccb. infantry, and ar units can travel over 
mountains. In FOG OF WAR, rrech and infantry 
units «rwse tfWjr vision range by 3 when iheyre c ye 
mountains, Mxniahs also o“er exceJen! defensive covet 

RIVER 

ftvers cross much cf the terrain. They can be 
tra.orsod crty by hfantr/. rrech, and air t/vts. 
Rvers of or ro defense* cover. 

8ridgo (8R0G) 

Badges are esserc-al n that they sow ground 
unts to cross Codes cf water. Brdges prcvde 
ro other terrain benefits. 





SEA 

$*» can be crossed crty by naval and ar 
units. Seas offer no terrain benefits. 

SHOAL 

Shcais provde loading and unloading points 
for landers. Almost ail units can travel over 
shoals, but shoals provide no defensive cover. 

REEF 

When FOG OF WAR is present, units deployed 
n reefs can be seen only by adjacent units and 
air units Air unrts cannot hde in reefs during FOG CF WAR 


PIPE 

These roestructbie p-pe^es bfodk passage 

byafurfcfc 


Pfp> Scam (PIPE) 

Certan ppe sectors can be destroyed, 
afovring uAts to pass through. 


laboratory (LAB) (Campaign Mode only) 

Hdden research fac&fes that ap pear on the 
vwwf map crhy when certah conations are 
met. If you can capture a lab. you'll be able to produce 
neotanks on future missions. 

8bck Cannon (CANNON) 

(Campaign Modo only) 

Special cannons with a large range of fire and 


superior firepower. They have unSmited amnno and can 
only be used by the enemy army, but they are susceptive 
to attack. 

Mini-cannon (CANNON) 

(Campaign Mode only) 

Wh e rot as powerful as Bfecfc Cannons, they 


© 


are std fcmdatfe weapons. They have unrated ammo 
and can be used by only the eremy army, but they are 
suscepobe to attack. 



m 


FACTORY {Campaign Modo only) 

Th*sa enemy deployment property can 
deploy ground. a* and naval units. 

VOLCANO (Campaign Mode only) 

One of the many volcanoes on Wars World, it 
sometimes erupts and spews out chute of 
burning magma. Ar.y troops struck by this wiD lave damage. 


TTJ 


LASER (Campaign Mode only) 

Theso four-directional lasers sinko friend 
and fee amt They have unlimited ammo 
and can fce used by only the enemy army, but they are 
susceptible to attack. 

Oeathray (0 RAY) (Campaign Mode only) 

The Black Hole Army’s pride and )oy, this 
mammoth laser fires in only one direction, 
but it is incredibly powerful and only damages enemy 
units. It uses so much energy to fire that it canret be 
fired each turn. It has unlimited ammo and can only be 
used by the enemy army, but it is susceptible to attack. 

Climate is another map feature. Depending on the map being used, it sometimes rams or snows 
midbattle. These climate conditions affect the movement range of ali deployed units. For detailed terrain 
information, place the cursor on a specific terrain feature and press the R Button. This is a useful tool 
for reconnoitring maps and refining your strategy. 


co POWERS 


The commanding officers in Advance Wars 2: Buck Hole Rising all possess unique talents that, when 
used strategically, can turn the course of battle. These abilities are called CO Powers, and each CO has 
two of them. A normal CO Power (POWER) and a Super CO Power (SUPER). 

CO Power Meter 

CO Powers become usable when the CO Power Meter fills. 

The meter increases automatically during combat. 

• CO Power 

When the small stars in the CO Power Meter are full, your CO can use 
a normal CO Power. 

• Super CO Power 

When both the small and large stars are full, the Super CO Power is ready to go. 

[f] The CO Power meter increases at different rates (or different COs. 


( CO Power Meter ) 
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ORANGE STAR 


BLUE MOON 


YELLOW COMET 


poStienf on fard. b the sr. Because ne's from 3 ccd cow-try. srcw Ail f« wrts possess superor offwawe 

or at sea. he's arrays read/ to go ard bees not redoes Oafs nwerres rarg* and (tdsrvre capab Sties, but they are 

has no teal weaknesses. Rah. however. bees sfcw Km down more apersrre *o bepey 

HYPER REPAIR: Restores 2 HP to ad ui»ts. He's as pompous as they come, but he's MORALE BOOST: Gtas urvts 3 boost of 

HYPER UPGRADE: Restores 5 HP to a*» a swd commander a*» po real energy ano increases re* jfepera 

afl wi *5- Frepcvrer -creases, and w4 weaknesses. SAMURAI SPIRIT: increases both ofiansto 

mo. errirt rcreases by 1 space BUZZARD; Causes snow to fall, whch and defers** afcites d aJ treeps. 

3d.w«^a^ctsilw;tsex«pt0?afs<7»a Dam^^tedAhecowteratta^cng 
f Sami ^ WINTER FURY: Cais down a Eercs storm Is mufcpied by 1.5. 

which ^*ects enemy troop movemsr* and 

bees 2 HP damage to a< enemy unto. / elljl \ 


Her tott solders rose succor tirepc»er 
and can capture properties 5r* reduced 

time Her transport ents hav e rcre-aset >-—-\ The .-sen ranges d 21 her units are r- 

morerw* ranges. Hcwe.ec; she's wee* rj V---^ creased by ore spacer FOG OF WAR 

bred correct against rcrvriar.tr/ w^s. H<s rcrect-corrhst w^s “ere an rcreesed has ability to conceal her units' HP 

DOUBLE TIME In fantry and mech tat s range d 're and a supenor attack ssengttv from ereries. Her attack power is a -te 

receive a movement boxa of *i sc^ce A3 cf wts are week n direct ccn-fcjt. weak, bd she has s«jpew cow^rsb-Va 

firepower releases sfcghdy. though. firepower. 

VICTORY MARCH: Fcot sob ers recr.e SNIPE ATTACK: increases the ranges of ENHANCED VISION: Increases the vision 

3 *2 movement bonus and 3 SrepcAar fredrvlrect-comtai thfa by 1 space. range ofalumts and even aflows them 

boosL 3rd tey can capture 3 preoefty n ard increases their Empower ggfttfy. loo. to spot x.ts hdden n *oobs and neefa. 

oneftyn eren .=! not at U HP. SUPER SNIPE Gives ndrect-corrfca COUNTER BREAK: At w<ts recede at 

unis a frepewerfccna and increases*** increased nsdn range d t space 
( Mta > ranges d Ere by 2 spaces. Adc '.ora?/, the strength d thetr courter- 

v -—- ' attacks srvreosal 

l£$ ncr-rfarOy grouna rr. and nasal >----s 

wbfa ha.e supefer bred-combat abides V_ , -t——: -v 

Ks ndrect-combat wits tax* reduced He deploys units 3 t reduced costs. Al d v_ Sense* _J 

ranges d fre ard Sow attack strength. his wts hare a sign fly reduced 3t£ac* Fcc< sdriers har.a supenor firepower. 

MAX FORCE Oir&cs-comcat wvts recede strergb*. Afich may to a rests* d ack ard the 'r»c?rtmen? ranges fer Ks ^rsport 

asfighlboostnfrepCAerand^ltoti'er d corr^rd expereroe urxs 3 rcreased by cn« space. He's an 

mo.efrert -arges. GOIO RUSH: Increases »afaKe fwds oc»t.. h bate heScopters, and these 

MAX BLAST: Drect-corcat w ts rec^re by I S- under r s command harre increased attack 

a arge ^repower tercs snd +2 !e Sec PO*NER OF MONEYS -creases s&ergTi Jlrangth 

rw. e^erif3fg«. d fteaco-f- The rren Ewds avn.'x r COPTER COMMAND; Ketccpfersve- 
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Eagle’s an aenai specaist whose heficcpters He possesses immense attack powen, He's a quick- thnteng strategist whose CO 

and planes bun 'ess fueithan those cf but 'ocic of finesse reduces the effec- PcwerbukJs up fester than those of other 

other armies and have higher offensive and itoriess ot his attacks. COs do. 

defensive capabeStii* too. He’s a poor BRUTE FORCE: Increases dispel SIDESLIP: Ai unite receive a movement 

naval commander, though. cl fire. There's a chance ol getting a berms ol >1 space 

LIGHTNING DRIVE: Air unit offensive and super strong blow, but firepower mght SNAKEBITE: A8 unts increase ther 

defers abftbes increase. suddenly drop. mcement ranges by 2 spaces. 

LIGHTNING STRIKE: Air unit offers** BARBARIC BLOW: Attack power increases, 
ard defawvs abte increase. and ail but so does the dispersed rate, affecting 

ron-^fantry urvts ordered to wait can the amount ot damage targets take, 

move again that tun. SbeuLSsestemar: so effectively th3ther 

/- . -\ troops record attack bonuses equal to the 

v-——- ) defensve cover of the terran they occupy. 

A1 Ns units, possess superior firepower. POWER: Vi action to usrfg terrain effects 

His naval uvts have a ft movement range but his CO Power takes -erger to buW up to rcrease frepevrer. drops movement 

and slightly higher defensive abilities. than these of the other COs do. cost for a3 urtts to i. 

His air units have inferior attack strength. SLACK WAVE: AS units recover 1 HP SUPER POWER: Terra* effects are doubled 

Rain does not impede hfs troop movement and ncrease their rrepower. AJ enemy and used to increase attack strength. 

TSUNAMI: Causes a ciant wave to sink* units.take 1 HP of damage. AdcStonaJy, nwemeni cost for afl units 

enemy wits fer 1 HP of damage and BLACK STORM: A, units increase dreps to 1. 

reduces their feel by bit ther firepower and recover 2 HP 

TYPHOON: A sea stomn erupts and strikes Al enemy units fake 2 HP cl damage, 
enemy units, casing 2 HP of damage, 
reducing toel by haS, and hrderirg troop AJI his urets possess sopors attack 

movement. strength. They can move across any 

terrain at the same movement cost, 
but be suffers in snowy conditions. 
METEOR STRIKE Puts a gfent meteor 
Al her vehio/aru^s possess superior from space, which dees 3 HP cl damage 

firepower. Her nfantry, air. and naval units !o g a/fected units, increases his units' 

suffer from nferior firepower. frepower and defense. 

TURBO CHARGE: Increases movement 
range of veHcufer urets by f space, 
repfcr-.sbes fuel and ammo, and gives 
them a firepower boost as well. 

OVERDRIVE: Vehicular units increase 
their movement ranges by 2, repfemsh 
ammo and fOd. and increase their attack 
strength. 
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